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FINAL-FANTASYft 

" ADVENt&REriM- 


WlIloyf-to rhE would of FINAL/FANTASY :^DVENTURt!> 

YoS ARF AboUT TO EXpLHitNCE A spFlIhisdiNq' ilLAHr-WARViNCi 

AdvtMURF RIIfH wrrh tTtk![1 ancJ suspfmse, Now, Ief ls start 

OUU joURNFy! 












































Story 


The Story of 

THE FINAL FANTASY ADVENTURE 



A 



First* you should understand die stnjy behind the adventure- A good 
knowledge of the story before starting the game will add to your 
enjoy menu It will be especially import ant to grasp ihe relationship 
be i ween the Tree of Mana and the Mana Family she Gemma Knights, and 
the Empire Glaive headed by Dark Lord. 


igh above the cloud towutb Mount IllusU, and the t ree of Mana i> 
? " enshrined on the top of the mountain. From the Mana Tree gushes 
nut the Waterfall -- The: source of all life in this world. 


T 


The Tree of Mum grows on the energy of will emitted by all things in 
lln^ world The Mima Tree flourishes in beauty when the spirits of ihc 
peoj?le arc pure, and the water springing uui from Its roois purifies the 
minds of people even more. However,, once the Mana Tree is 
contaminant! with an evil influence* the water springing from the roots 
becomes tinged with evil force. The foul water linns the people's minds 
bad. and dierr evil energy return * io the Mana Tree changing it into an 
even more deadly existence. This vicious circle goes on and on. until the 
world is totally corrupted* ultimately met-ting its deu morion. iTte Mana 
Shrine is a.sacred place where no man should tread. 

However there were people who dared lo enter die sacred area. They 
knew that those whn touch the Free ul Mana would receive a great power 
to last for eternity. 













Story 



□tux, ihe Hmperor of Van dole used the power ul Msua tor evil purposes 
Willi the mighty power in his possesion, he iorted j>enplc into sluvery, 
which Stefan hts bloody n.jle. 

Rui Vaudolcs evil purpiises were stopped by ihe Knights of Gemm<i wlro 
guarded the Tax’ of Maria. I he Gemma Knights joined hands wish rhe 
Man a Kamil y, the keepers of the Tree of Many. in fight a long bard Hattie. 
Hinally, they were able to restore peace to the world. 

The Mam Family feared the power of -he Mana Tree may be misused 
again, and willed the way to the Shrne in die Pendant of Mima. To open 
the way to (he shrine, the Pendant, ns well as the supernatural powers of 
the Mana Family became necessary. 

And now, an evil hand is once Hgyin ai work to grab (he mighty power of 
Mana - Hie Empire of Glaive, headed by Dark Lord and his jrt.1 the snr- 
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ccrer Julius. Dark Lord is ihc evil-loving leader of Glaive. His 
companion, Julius, is a man of my Mery, who seems to know much about 
die seuieis of ibe Mana Tree and the Pendant 

Our Hem, a courageous w-urrior, sneaked Into the Castle Glaive one 
night trying to discover iheir uv il plans, but he was immobilized by 
Julius 1 spelt, and was captured as a slave 

The slaves of Glaive were doomed Uj ceaseless suffering and sorrow. 
Tbcs were forced to fight deadh monMens cvcrv dav in order to general e 
lhe energy of cv LJ and hate, and to entertain Dark Lord with the banter he 
loved iu watch. If they wished to survive., jbey Had lo slay the monsters. 
Duly ihexi would they be given their meager meals Tor that day. Hut from 
the poor living conditions and the eoumless wounds ami fatigue, the 
slaves lost ihcir lives one by one. 

One day, our Hero returned to die slave quarters after slaying a monster 
to find Willy. His only tnend. laying on the Hour barely alive! 

Willy was also a warrior who hod entered the CasUe Glaive, and was 
captured by Julius, Even after he was made ;j sHiv-c, he had been secretlv 
investigating D^rk Lord's plans. For the past lew days, he had a Jo ok of 
desperation in bis eyes. 

Mana is m Danger now,,, We must let die Knights of Gemma know 
about it. See IJogard at the Fails. He is a Gerurna Knight. He should 
know what to do." 

The last words Willy spoke before passing away baffled our Horo. But 
with his invincible sp ]r ii r he stood up, He shall avenge Willy,, 

With firm determination be set forth. He shall eseajie fn>m this place, 
und find Bogard. Right now, M was Lbc only clue lie had for his perilous 
mission w htcli Jay ahead. 
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How to 



How to Play Final Fantasy Adventure 



Here is some basic iniunwlion on the object and progress oT die game, 
and its features- Your adventure may he much longer and hauler chan you 
expect. Il would be wise lo grasp the general idea be Tore starting. Dctidls 
arc explained later in the hook starting on page 14. 



Goal of the Challenge 


The greatest object of the game is to 
stop bark Lord and Julius in their evil 
intentions, and to restore peace to the 
world But in order in do so, you must 
go through numerous obstacles. The 
dungeons and lleldx outside towns and 
villages are full of hideous monsters, 
with traps in unexpected places. You 
mum conquer ihese obstacles one b\ 
one. and carry out your mission step 
by siep. However, enemies are nut the 
only things you will encounter in [his 
world. You will meet friends who will 
help you in many ways. Always lisien 
carefully to what the people have to 
say. 
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Playing the Game 

Gathering information and 11 gluing enemies arc the basics of the game. 
Your character -- the Hero — will grow in, strengih and capability battle 
by battle, and by gathering information he will team what move lo make 
next. 



1 Gathering Information 

Whenever you nice! people, stop and Listen to 
wliai they nay im— pages \5 and 51). Use the 
informailLin to deduce where to go and what 
actions So take next. You should be able to figure 
out your next move after you’ve spoken with the 
people of a town nr village. Be sure to chat svsth 
everyone. A single character you fail lo speak lo 
may hold a crucial clue to 3lie progress of the 
story. 



X« kiii u-F H u iim j 

WH ■t <7 1 1 ■ r. <q ,j Z -T r win 
+ rljud-j. 


Listen lo Other a 
EnHlr Agaii&t E' , enHS£ 



2 Fighting Enemies 

Once outside a town nr village, you 11 find your¬ 
self in a world where horrible demons roam free. 
But. don’t just run from thetu. Ynu, ihc Hero will 
gain cxpcrsencc by fighting enemies, <ind will 
g*ow stronger every time yoo advance to a higher 
level i see page 3Sj. As the adventure progress, 
ihe enemies you encounter will gen stronger. 
avoiding battles, you will eventually fall prey m a 
monster. 



Lu vi i ti r J 
LIM WJJ r | 


: - m - 

t # -*« 

Ajdvnrazfi i (jM'ei 
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How to Play 




























The World of Final Fantasy 


The World o£ Final Fantasy 


Y he world can be roughly divided into three kinds of are-is: The fields' 
ik dungeons; and the towm/vilJages/castles. The fields and dungeons are 
biillkgrouTidb, while the tuwns/villagcs/castfcs are places tor reding aru! 
I'i ir gHlheri ng i n form m | ion 


I Fields 

This i\ ihe suELHidc vvnrlrt. wth monsters of all 
kinds, crawling li id roaming about. fhc land¬ 
scape i see pngc 10j can roughly be classified 
jilLu land and wider areas. Al the srart pf 
rhe g,imc, you arc only able to navel on land. 

1 as the jrume unions, you will bccomc 
capable of water [ravel also , Tu Lravei isee 
pape 14j, move your character re rhe edge of 
the screen, Keep pressing die ^ button m the 
-ami! direction. and the screen w 11 scroll to die 
neat. The fields are main I v !nr LraviTmg. aud 
fighting 

r 

2 Dungeons 



Deep inode cave*,. towers, castles and jaansioiis. you w ill find a ser.es id monw 
Su mi mu Jed by walls. I hare will he several monger: in each ronm.. jind somewhere 
in rhe deepest part n powerful boss lUOiUL-i uwnih. To make Lfnn^r-. more difficult. 


in 


[lie dungeons arc complicated 
[ciiL-'rj- filled with various naps i ^ec 
page 41.1 suds a> dead erd%. hidden 
passages, and damage points. 
Unless, you advance yuui charncLer 
in level beforehand, ymi may have 
considerable difficulty in oonuLier- 
iog dungeons. However, you wifi 
not make progress b> avoiding 
Llsein. Only hy conquering dun 
germs, will you discover a new 
joule to Lake you tn the ncvT stage of 
the adventure. 



3 Towns, Villages, Castles 


Many people live in these places, 
fincmies do iioL appear. You vv !| 
find inns when; you can recover 
your flPs. and shop-, which sell 
weapon*, armor, and iLeni^. When 
you are wuunded, lake n eood rest 
here to prepfcca yourself Lur your 
next hunk. k is al*n important lo 
L alk to people to obtain informatim, 
When you put together the bus and 
pieces of LitforttLLi.ion Lhey offer, 
yoiirne*E goal should be clearly vis¬ 
ible. 




L 


U 


fhe World of Final Fantasy 
























The World of Final Fantasy 


Special Features 

—■ ■ *" — - - - r_~.- 

The FINAL FANTASY' ADVENTURE offers several special game r'ea- 
[}i res. Understanding these features; win lake you smoothly through the 
game. Detailed explanations up? given raLer on in [his book for your refer 
cncc. 





X Puzzle Rooms (see page 44) 

1 here itre rooms in some dun¬ 
geons with 0 swileh on I hr 
floor. Fluting a character nr 
nr empty treasure diesi on the 
switch will reveal a hidden 
Staircase Or door. 



l Opening a New 

Parts of che dungeon walla arc 
weakly constructed. Use the 
Manoek or Morning Star to 
break down these wails and 
uncover a new route. 


ROUte (see page 43) 


3 Special U&e o€ Weapons (see page 49) 


Some weapons Five other 
uses besides uttacVing enemies,. 
For example, I be (swung 

before a tree can eul it dow n. 





.c,k SA 
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4 NPCs CNon-Player Characters) (see page 46} 

these characters help the Hero 
during the adventure. 

Although you cannot control 
[hern directly, with the ASK’ 1 
command these chardcleni 
give you hints or use their spe¬ 
cial powers for you. 

Saving the Game 

Your adventure w: IE be much 
longer and pen Lous: than you 
imagine, and should require 
days io complete. Save your 
game when you wish to eal I it 
a day. B> selecting thc 
"Continue" command, you can resume playing from whore you left off 
(sec page 2 3- 


i_ * ^ S 

mk 

* ^- h r - -. ii 


C“S if \ 

i L« J -.'i- ; 


f 


=* . 
jiS 



Game Over 

Game is over when your character's 
HF drops to 0. You must scart over 
from where you East saved the game. 
Constantly watch your remaining 
UP (is you play, to avoid this as 
iTuieh as possible. 
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The World of Final Fantasy 














































Use ol the Controller 
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The Use of the Controller 



^ The Control Pad 

(In the World Screen, your char¬ 
acter can be moved by pressing up, 
down, left, and light on the ^ but¬ 
ton. Press "up when you wish to 
move him up on the screen, "down" 
to move him down, "left to move 
hint left, and 'right' to move him 
right. Keep ii preyed in 1hy| direc- 
tion urtli: yunr ehi-iruLier moves to 
the desired position. 

On (he Menu Screen, the hut- 
ton moves the cursor. Keep ll 




M'Qvirm Ihr QharactEir ar 
Wond Screen 


Mdv ig : i r± Z-jrsur u p Qtiwi * 
ri"’ Vnr .1 Strrran 



Miiih-nq fie. Censor R^hi i 
□r Msnl SLrt^n 



H 


j-I-u 


pressed up/down to move rite cursor u p/d own to die desired position, A 
light push will move the cursor one much, In the same way. the cursor 
can he mo* ed right or left 


Talking 1r> Pr-rfiir 


Cpfing aC'ic^l 



mm 

^ «St 



□pers/ly i Dixx 


r 


9 The A button 

On iht World Screen, die A button is usee to snake your character 
attack with his weapon. W:ih ihc exception of die Max A Slack with a 
sword (see Map Supplement, pressing the A button once will make 
your character swing his w eapon, 

On the Menu Screen. 

I he A button IS used to EMeouEng a DomnuiTid AHac*lnq ari E/mrny 

exeeuIe the command 
you have selected. 

With i be Hh button 
move the cursor to the 
command of your 
choice, and press the A 
button. 





i 
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Use of the Controller 






























































Use oi the Controller 
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• The B Button 

On the World Screen. 

prt.“SS Ihe E 3 iTOLLOn to Using ttofn/tataapah CBncsflTHJ a C^niriand 

us-c ihe item or magic 
you (see pages 22 and 
24 ) arc equipped wiili. 

So long as you yrt 
equipped with <m item 
or magic, you tan use it 
simply by pressing ft. 

On the NH'kiu Screen, the command you have selected can be cancelled 
by pressing ihe FI burton. If you press R while entering a command, the 
screen will return to Lite previous Menu Screen oe World Screen. 


S a 


13*1 1 or* 


Mnv T S i i* l i ■t-iT- 1 



• The Start Button 

The Si art button opens the screen■? lor rhe 
ITTM/MACiC/HQUIP/ASK commands, 
your characters condition, and the magic and 
weapon he is currently equipped with i*ee 
pages 21 -26). 

• The Select Button 

Tlie Select button open? ihe screen for the 
S A V h/M A P/STATU 5 com ma n ds.. W hen 
you are finished with I he sLreen^i you opened 
with the Start or Select button, you can 
resume the game from where you Left off 
(see pages 27 - 31 k 



TT EH 
MftOIC 
Ff^IJIP 
rt!JK 


Ifi 




Starting the Game 



ti Turn the power ON. The title screen will appear. If you wish to can 
1 1 mre a game from where you caved lust linie, kimve ihe cursor to 
"Continue" and press A is.ee page 28k It'you wi<dk to saan Fresh, move 
the cursor to "New Game" and press A.. 

2. If you have selected "New Game, the Story will appear on the 
screen. Then, the screen wiU switch automatically to the Name Screen. 
:By pressing A button during the story text, you can open die Name 
Screen immediately, 1 

3« Name the Boy (Hero), (see page I S - 19) 

4< Name the Girl (Heroine k (see pages 3 E - 19: 

After naming the girl, the game si arts. 


1 

^Mn.l fnH ■ ■*• 

■- ■-■■ I i L ' ILL.! H 

.- 'Sfil PiQi/iiPEt a-j|. i 
L iJ-Ann^-ri hy M , nt. ,;i«U-j 


► 


nf h^uh ir d-ij^ 

WI Lh Ik* »n*r py „t 

u> ■ I 1 fH'fm, uvlU -=nrt 

uvury tin nig o ■£ 

+ •-> ' j war 3 


2 


I - OS. 


I tf-'-IV 'Jui 1 i> | 

[ LT 1 r 1 r Uj . 1 

] 

f* B L Lt L I Li ri T 

1 fci- 1 N tf O 1 ■ U M 

Li- 1 Lf W H >E V 

M U i_ U * f a l . 

j J L 1 ^ Qfw r- >1 ri 

| ■ t IJ 11 !-■ -iHT V j 


Pi u e:> r r n h ij' 

T 1. H pi LI M L| 7? - 

r; l ii u l HE V l: 

u Hi i_ d p. f g 1 

.1 I* k 11 11 D F q 1- 

* II 1> ".■ M. -I- I 
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Starting the Game 
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Naming the Characters 


First. ns^Lme the Boy. Press the + hLitton 
up, down, left. Hnd ri^liL Lo move the 
emsor. The cursor will continue moving Lo 
me edge of the screen by keeping the but¬ 
ton pressed in one direction. A Light push 
in the direction of your choice will move 
the cursor one space. After scleaing u let¬ 
ter <or symbol! with the cursor., press A. 
Thai letier tor symbol) will appear in die 


Cancel with the B button IS 
you make a mistake. 

If vuli change your mind iit'Ler you have 
deculed iM a letter with rhe A buliori, prest 
B. IL will erase the last letter you hu 1 ^ 
enlcn.-Li. i krepn]^ die B button preyed will 
erase all ihc !?tteni.: 


] id u ^ S-u 11 

, 

‘ fi B t D E F 

7 K L H H Q 

•5 T U V W >: 

u if I_ d u -f 

M 


Boy 



r 

R 



hinyr Suiiiu 


H FI C D E F 1- 

■ H 1 

R K L h ^ □ 1 

i U li 

T U U U K V 

f Z 

■nisi < 1 Hi + ',1 h 1 

.11- ■ ra '■ 1 

1 -1 T 

ST u v W JF T 


IS 


r 


Girl 


j Girl 

1 

F 


j 


n b 

c 

D 

O lF 

n 

11 i 

7 K 

L. 

H 

iT a 

p 

u a : 

S T 

U 

IT 

W K 

V 

/ 

i u Lh 

■ 

■ I 

^ f 

■? 

h « 

J k- 

i 

«n 

r* o 

p 

*1 h 

K ■* 

11 


w > r 


jf. 



Girl Fu 


fk B C r i> E F n it \ 

J K L M H H P II |£ 

jfTUUMHV^ 


HU ki * Hi I -q h | 

J L- F m n c p » l ■ 

■■■ u w >t i - x 




Name Slot on the top of the screen. 
Seled the nc*i Inter in the same manner 
Tilt name cun he up lv 4 let I CIS. When 
you ba^e 11 nished naming the Rijv, press 
Stan. Name the (dr. in die ^ame i runner 
on the ness screen. When you have 
named her. press Start. You shall now 
begin your adventure. 



Sumo: Are you 
o. 1 i" I ght , F uj i ? 


L 


Till? mniJts yDj nave- g.vcn ta Ihe crarr.clc-^ # I ^ipr»rn^ 
in tfWGtDry ' 


IS 


Starting the Game 















































































How to Read the N 


How to Read the Menu Screen 



There are three types of Menu Screens. The screen shown below the 
World Screen, tbc semen you open with the Stun bn Hon. si ru3 i he screen 
you open with Lhc; Select button. try to master reading each type or 
screen. 

World Screen 

Beneath the World Screen, a smaller screen is visible at all times, as m the 
illustration below. You should always keep an eye on (his screen even 
Liming battle Should your IIP "\jii low, an unexpected blow may l*e fatal 
and end tbc game, unle^ you heal yourself quickly wiik an item or magic. 
Also, remember thal an especially powerful a Muck is possible when the 
gauge at the bulkmi of the screen reads MAX ^ scr. pages 33 and 4 "?y 



Curreiii HP 

Tilt IIP H K nrL 
vil 11 Vp-"% lift v, ill LIL'tl 

1 1 i'o die Hero ha;; at 
the lonmcnl Qnv^ 

is i.ivf 5- YA'tiif ii hi> UP 
i In ip^ Li i I}. 

Attack Gau^e 

WhrtH T.1\ jJ.LrUjli.' 
Lillis IlM. die He/.? 
oa:i use MAX 
Attack. 



Current MP 

The MP Lnditul^ hnw 
much nij|-;i- pLiwi/i Ihe 
I lens has. W lliil has MP 
dmpft to D. jio cim 
be used. 

Current Money 
in Possession 
Li i- me iiiuiicisry unit 
mi ihi,* vi'nrtd 






^ Opened by Pressing Start 

When villi pr.'kk I lick S; ;jr hiilUjn while mi llle Wnrht Screen, lliree- screens 
will appear simultaneously: The Command Screen, the Condition 
Screen, and the screen co indicate what magic/itcm and weapon you are 
equipped with. I he Command Screen is especially imp on tint In die pro 
gress of the game. The meaning and die use of each command is fully 
explained on page 22 through 26 Make sure you have mustered these 
commands before challenging the game. 


The Commands 

L's£ ccmiEj-LLdE nindou.- 1 o use U-^m -5 or mapi. lo rcpnp j,*wt l h^mivur-T w-iiK 
wejipnn .in; - si-mnr, .mtl In ;i>s mlviu! ir;iin Nl^ik. I --c: Une -k bulLim In iiiovl 
lIk ■jiliwi up nr Uiiwn WI-jlI l\\c LCinLiiiaiiJ VOD Ws&ll Lin l-C. TiC:i ihc A 

button. 

Boy "s Condition 

Displays IhC B*y - ^-ini^di Li:i. 

PoiEOPi, stone. Moo^lc. sr 
Darkness "Good' signifies 

r-'-Tm;il ::nn; i Inin. 


Equipment of Magic. 

i Lem. and Weapon 
The' m^LTit: nr il^n- Ihe ILnv \c 
oirremUy eL|urp|*^J wilh h miw 

iiidlcaLed on die left, the 
w^dud on m: right. 
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How to Read the Menu Screen 



























How to Read the Menu Screen 


Master tbe Four Commands! 

The four types ot commands you can 
summon with ih.c Start bution pi :-jv fui 
extremely imporlnnl pari in the 
progress of the Gume. litre, well 
analyze the funelkm and she use of die 
four comiriatkls: I - ITEM. 2 - 
MAGIC .3 - HQ1JIP, and 4 - ASK. 




ITEM 
MAG TO 
COUTH 
ASK 


It j Item 

Position ilitf cursor- sin ITEM, and press A. All the ilums currently in your 
possession will lie displayed on die screen. You ain use, change, and dls 
card items cm this screen following the steps explained below. 



Using an Item 

Press The + button up. down, left. Of right 
ill move the cursor TO the irem at ys 1 ut 
choice, rhe-n press, Liie A buUojs twice 
<: t he Lurseif blhlks aftc-' The first push. jhJ 
The World Screen reappears afte] tlse £CC 
nnd.) Now you are equipped with the 
item Basically: -ill you have m do ii lo 
press U when you want CO U5C the item cm 
die World NcTeen. However. Lhe key is 
automatically u>ed when you pass through 
j locked door, bn? on ly t' you are equi p]jed 


w ith h Tic re a?e othe r items which lire used 
auLumuLE tally tLXi 



Changing Items 

Pn^s dx + button up, down, left, or rieiir to 
move rhe cursor to the item ibaL you wish lo 
chance, arid press the A burton once. N r cw 
press the # frullnit, and a second lutmit will 
appear. Move the second cursor to lhc item 
you want TO change rtoc first item with Pres-- A 
line l l . and Lhe switch is shade. 



Discarding an Item 

P«iS tiie + button up, down, left, or right n> 
move The cursor Hr the iLern you ftisli 10 
ili.scajd, jilJ press die A bntroii rente. Then 
pfCSS the + button down unLil a second cuj>or 
appears, and puiais EO a trash can, Press A 
once, and the unnecessary item disappears 
fmm the screen. 


PositJtm Lhe cuimjt on MAGIC and press A. All the mapie spells yuu cdntrtUy 
OwJl wLS! be displayed on x screen. You can use mu^ic loedy wlieuyon have Stiff 
dent MPsi. or puL the spell buck using Lhc ITEM screen by fallowing the ^Lep> 
explained below Note: you cun cmh equip yourself widi eidser an iresti or magic, 
nor both. 
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Using Magic 

Press [he + buiL-un up, down, lct'r. nr n.aht Elf 
move [he cursor [he Faille spell of your 
choice and sprees Lhe A frunon once. fJ'h^ will 
nerurr ym: tn Ihc World Screen.! Now you are 
equipped vt j lIj magic. The B huticsn will exe- 
1:1:1 re rhe magic on Lhe World Screen whenever 
you wssh. However, it will not he executed if 
you don'r have enough MPs J'ffl L hx particular 
El may be wise ro save ymt mauic pow¬ 
ers as much as pmsibltv You never know when 
you may really nc^ed iC 1 





L l> k-H K.Hi f 

ok? 

»> F - v 

iJX-Cur e2 

H'cE <4t V hv-P 

re £ CirF I -q n *-■ 2 


Putting Magic Back 

The U bu LI. LI LI executes [he magic you are 
equipped with, Therefore. if you accidemally 
pren> Lhe U buLLun. the magic es executed and 
MFs consumed To prevent >ulIi n waste, Lr is 
recommended In put die magic hack in Lhe 
inventory each time you uhu one. The prove 
dutc i 5 simple, 
hquip yourself with 
a Key or any other 
irem LhaL uiniiLH be 
operated by the B 
button mceud of die 
[uiaie. 
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%j .Equipment 

Portion rhe curw on EQUIP and prc>s A T he 
weapon aud armor you arc currently equipped 
with, jziJ their attack: and defense powers will he 
displayed Ou lhe screen. At Ihc same rime, a 
"■LTeen showing all rhe weapon and meunr you cur¬ 
rently own appears. Use this screen when you 
wi^h Lo change or discard weapons and/or anmiu. 


Changing Weapons 

Press rhe + htirroj] up. down, LetL, or right th move die 
Lujxnr to lhe weapon yon wish te equip, acid pre*K she 
A riuTron twice. The weapon you have been originally 
equipped Wath : and the weapon you newly chose, 
switch places. Y-uu ure now equipped widl die Liew 
weapon When you do dL£, note Lhe ALLxLk Power rat 
illg. U" [he new weapon i- more powerful dLan Lire for¬ 
mer weapon, rliis figure will go up. AI [hough it 
depends on Lhr kind of monster you are bullling, basi¬ 
cally. the higher Lhe a Hack power, the better off vuu 


V,:ISi-nni1 I 1 iv n 

OiP 13 "-TE-i 1 j 11 £ u 

!>!-■ 3 V .JJhrnnTP 


L 


"■n-HT a *Ir>' 


■ If jfWi mm 


■ + - 5 1 C.Il S 4* 

nr* 33 

| l>M 1 '! 3 

Wlrrt 1 |J 

1 rt 

dfiulil 

l 

l 1 ! V 

Who i u 

~ V3 1 U'»r 

"-W h n d 

•43 1 1 

thi . 1 -vur 

IPS 1 1 ..1*1 



4.rfan-T-t 1 uihJK 

rtv 31 : an-i-. . 

TrP 3 1.- yUi'PUT^ 


.-tir l-j il 



Discarding 

PSaee die cursor on the weapon/amtor you wish to dis¬ 
card. and press [he A button once. Then press die ^ 
buLLui; down cnlil a second CUi'SOi appears, and points 
to a trash CiUl. Prewi A once. :md the ULUteee SSiiry 
weapon/arm ckt disappears from die ^reen. I The re are 
SOitte weapons you CLn: get rid of. 1 
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Changing Armor 

Press [h nV tuition up. down. ]efr, nr n-jhi Lit 
mo>e the cursor Lu- [he armsir \ou w'ish TC 
equip. imd piess The A haLLLiu twice, I he armor 
you Have been original IV equipped with. and 
rhe armor you ftewtv chum, switch piace:,. You 
Lire HOW equipped with rhe new ium0J. V^hc" 
you do U ii:.. dot-: the IJefeuse rower figure. li 
Use new arm nr ii- Stronger Lis Lin die forme 
armor, Lids figure will jill up. However, since 
shields have no DeL~eo$e Power. Lhere would he 
ISO iihjrire ::l shi? fignm s ■- en when yuu \wiLrh 
shields (see pare 51 k 


i] . Asking for Help 

rositiun lhe cursor on ASK, and pres^ ibe A button M you arc acsxnnpa- 
nied by <m NPC. hc/she will give yuu advice, recover your HP* or 
or even u.sve you rides- NPCs ci-m help you in many ways. W be nu\ei yo_ 
meet n new NPC. try ilie ASK command. 
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Opened by Pressing Select 

When you prtsi Select on the World Screen, li screen appears displaying 
three kinds of commands The command iu save die game, the commarnl 
lo look at die map. ami ihe command io cheek your stains. The Save' 
command it particularly important in playing ihc game. The "Map 11 and 
"Status" commands also come in handy. Study pages 2i\ through 31 to 
master die use of these commands 


1. Save 

Rcconfs (save 1 ;) I he gumc up [Q lIlc- 
Lime in The game except during an 
automatical Iy J. 


rum’ir uage, Can be used any 
event > wiu; n Lhe game proceeds 



2, Map 

E-or checking die position of 
your chanscrer and the Na¬ 
tion of [Ow ri:- i in the tl cid. and 
■die moms YOU have passed 
through i n a dungeon 


3< Status 

For checkine various data uf 
yuLir character iniruding 
StietLclii. condition, etc. 
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_L jSave 


Tn save n game. press Select, and sum¬ 
mon ihc S a ve/Map/5 latufi Camm^id 
Screen, Position the cursor on "Save." 
and press A. The Save Screen will 
appear. You can save up to two games. 

Select die top or ihc bottom bos with the 
cursor, and press A again, Hie game has 
been saved Once a game is saved, you 
can resume i( from when: you ten: off by 
select]ns "Continue 11 
on the litle screen ^ 
when you play next Cp. ^fTp.V.y |j 

time. You can save a "- 1 — 1 

game any lime except 
when event is in 
progress. 


AjwwrnfRf 1 

„■ i nn r.nuA^i ?,DrT 
1 i vj.- .i .r in ra i nT+ir.ii 



F 


v 


L 'M, 


Ir-ZT 

,VHY 
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Save the Game Often to Save Trouble 

The game th over when y:iuT Heru :S det'cr=reii 
m cumbat. TPil: screen Hwilfhes anlnmHliodh 
LO lf>c Title screen, and by selecting "Continue , 
von tiu] lestan from w here you Jasl saved the 
vauje. If yon snake it a habit nf saving the 
same of Leu. you Cim conn rice with the IcasL 
tdnoiml of lf^s. 
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li .Map * 




SciccL and call |he 
Command Screen. Point 
the Lnrstir to "Map" and 
press A. The Map will 
appear on screen. On the 
field map, low ns and vas 
lies are indicated by sym¬ 
bols. On the dungeon map, only the rooms you have passed through are 
shown, in either map. one grid represents one screen. A blinking grid 
shows your current position. Hiither, once you turn the power OFT or 
save a game, the rooms you already visiied will disappear from the map. 
How to Road a Map 



How to Road & Map 


A grid nn a map 
represents one 
World Screen, On 
a dungeon map, 
the entrances to 
each nKjm arc also 
shown. 
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j Status 


* 4 

-ZJ 

The Sutns Screen allows you 10 make 
comprehensive e valuation of yvur Hero's 
tiHius. Lf is especially useful to know 
how much more experience points you 
need m order in advance to the next level. 
Refer jo right-hand page inr derails, 
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y 
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4 

5 


9 

10 
11 
12 


6 


7 
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X, The name you ga%e to Lhc Hero, 

Z. The I lends current level. 

3- The Hero's current condition. .Normally, the condition is "Good." 

When there’s disorder, the display reads "Pols..Sron," Dark;' or 

"Moog.' 

4* Or. lhc left is the Hero’s current experience points. The figure on die 
righiE ts the amount of experience needed to advance to the next 
level. 

£■ The top shows the Hero's currenl HRs, The bottom es his maximum 
HP. 


fr* The top shows the Hero's current MPs. The bottom is his maximum 
UP. _ 

7- The Hero s current Attack Power. ITiis raits how much damage he 
can give to tut enemy. 

®. The Hero's currenl Defense Power. This rates how much he can 
defend himself from an enemy. 

9* The Hero's Stamina The higher this racing is, the greater the HE* 
increase is at Levd Up 

10. "The Hero's Power. The higher this rating is. the greater the Attack 
P ower increase is at Level Up. 

XX* lhc Hero's Wisdom The higher this rating is, she greater she YJP 
increase is at Level L'p. 

l±m the Hero's Will,. The higher this rating is. the faster ihe Attack 
Pow er gauge rises. 

13- The amount of money die I Eery currently has. 


r 


3 i 


d 


How to Read the Menu Screen 



























































Battle System 


Battle System 



Momlcrh exist in Lhc Fields and dungeons on the World Screen. You must 
move your Hero wiih the + button, and aaaek the enemies with your 
weapon, magic, and items in an ad ion battle. Natuiully, the nionst.cn> also 
(i11 ,.l k by charging into you, or with weapons and nLi-iLZic. damaging your 
character. Quick reaction on your part is the key to victory. 

Weapon Attacks 

The weapon attack is the very baht: 
me I hod of attack. It’s quite simple. 

Just move your character dose to .an 
enemy witn the ^ button, and as soon 
as the monster is in the range of your 
weapon, press A! ir you successfully 
hit die enemy with any part of your 
weapon, it receives damage. There 

are six different types of weapons; Sword. Axe. Spear. Sickle, Chain- 
Hail, and Morning Star (see page S3). Each weapon differs in lls attack 
r method and the damage it gives to die enemy. Try to use a weapon most 
effective against die breed ul' monster you confront. By attack : nfi when 
the gauge at the bottom of the screen reads MAX, you can bring about 
much more damage than usual, 'this is called the MAX Attack. When 
used effectively, the Max Attack can put you ahead in a bailie. 
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Sword 


Spear 


"■Iij-Jil j Ike merry MAX 
Wv Ic^L'p nj; i lie A buLLnn 
preyed. ilv Sv^m.l x -.iu b>. 
iwuuy in a wbirlui ■: 
mnfirt- W.Ui Lb; + hurnn 
zrd thr. chyj *m.ci i/livpn 
o die cmnirjirtal*i■ .lirtxUi'n. 


PiLCLTi !he entry M A.\ 
.> Jitj'a n in ihe lirv- 
:ir<- ynm iHnuai'La 1 is fui ina 


Axe 



Chyps down rh ^jjciev 
M A X Am: is thrnwn m liii.- 
diT*c^ion v-ju; rhanicrer k 
Jai'iDjL 


Sickle 


As.ia.ck-; hv <.p i^ii i uj; lUc 
SL i-Lk. MAX 
irrrEtiK"3 oul TirLtier Lhan 
ZKinmil. 


Chain-Flail 




■;m ft - -, il. _:i. jr, JirecUv sn 
firm TJ- rm iv ll:iL], MAX 
Chain itreidiH rmr Thi IJilt 
i bin jiuaJ. 


Morning Star 




Sr'skr-:. ! . l‘ulid.l di-retch 
in fmrr with ihr u :'n mJ|. 
MAX; Chair yui 

lyiLl*:: Lhiri nurmal 


The MAX Attack Is Effective Against Boss Monsters, 

Make IlI .ixe yf ’h? MAX A[I:± in IjgLI ex u|r. s in^l Doss 
Vliinvlcrs Try to read [he M^n^l«ry OICVCCECDL 

Shi ft :»round s-vo^diiia h.s jLu^ks. ^ese-pin^ no eye oil :ht 
CDLg^. As .soon a.-. 11 rc^tnis |u||. stabs! YuU fibtfd Iri tie 
■Qblc CO inhl'.j' LLtfisliknih i* dlUDf.ilL to the £flC;n>. W'lh 
r-L-Ji u vnL*\Hms. yjy.i ^uneven MAX Ar.aok fn.mi u diKtunrf 
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Magi c Attac k s 


ThiTi are six types of magic used for aiLiyUng 
enemies. Equip yourself wall the magic ^.pell of 
your choke, and press B to execute it un chc 
World Screen. However. some types of magic 
require nmrtipuiation wiih the t but Lon. while 
others need no manipulation. 


Mjlij 


Curc O 

iil **i> 


“ft 


Curc^F i r fc 
SI H 04T, I 

T £: e s Hu L e 

L r t Noti-P 


Sleep {no manipulation needed) 



Ju-,L chaining this spell 
puCS ?\\ rhe enemies on 
screen Ll:- sleep. 


Mute ;nc-manipulation needed) 





JuHi chaining this spelt 
blocks all alLai:k.-<IH|ic 
spcih of all the ene¬ 
mies OH tcrccTi. 


Fire (no maniputtBon nescedi 



When t: hunted, a ball 
of rise aoromaLiL-.il!tv 
nt'Ler a nearby 
enemy. 


Ice (manipulate with + button) 



Alter chanting chi 
spell, control the icicle 
with the 1" button h 


hlL an enemy. 


Lit {aim al ar enemy) 

The lightning boh 
shoots StraighL ahead 
only Yu ut c&aractc 
■ . vv musL face the cnenu 
: - before churning. 
Nuke (a,r- al ar. onemy'i 


‘C ® 


The. homh-hiiLsi shoot: 
stmieh l ahead only 
Your character ulus: 
-HCC I he enemy before 
chaining. 
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Item Attacks 


TJieie are ullagethcr eight type*, of items used 

for attac Icing enemies. Item attacks are execut¬ 
ed in the same way ;tnd have die same effects 
as magic attacks. <Rut pot necessarily the sante 
amount of damage. ■ Hems don't consume M l 3 s. 
jtid should be used when you want to save 
your MR However, unlike magic, items dlsap- 
[.jchf after n hrnitcd number of use. 

Silence # 

Equivalent to the inj¬ 
ure ip >11 of MuLe. 

HlOCltS dll dLLilL'k- 

magic Spells lm' all fhe 
e Lie [Elies on screen 
when used. 


it'-- ■ I t-n i_£ la^p : 

'iP i... l.u J ^pl i -1. -. i. ; 
*L,imtT ..- 

J/T I. iindn- f j 


Pillow { 

- ' ■!*&, 


IQ 

W' .'. 

Flame 0 


Equivalent to me ma¬ 
gic spell of Slep. Puts 
all the enemies Oil die 
screen Lo sleep when 
used. 






Equivalent TO the Ujj- 
£iC Spell uf Fire. A 
ball of fire automata - 
CLilly gues after an 
enemy. 


Blizrd'9 


-se& 


Litblt 9 


Equivalent TO the ma¬ 
gic Spell of Ice. 
Control rhe icicle wiLh 
t he 4* button attei 
shooting it. 

Equivalent in the rr S 5! 
giL spelt of LJl. Aim 
L)se sL-ai L’ht-shoo tiny 
lightning boh directly 
at Lhe enem v. 


Die iLem> H Lire , Frost, aj:d I huntLer 
are more pOweiJul versions of Flattie, 
Bli^rd, and I irblh respectively. To 
I^C. follow die ■name procedure* of the 
latter Ihree. 
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Status Crisis 




When you pres^ Sian, l he 
Hem's cum: pi condition 
is displayed on screen. In 
normal condition 

reads "Good," but if ynu 
have been attacked hy 
monsters with special 
powers, your eu million 
may be affected. Ala afflictions will disappear in time, buT they wiJL 
severely hinder you in hacttc. It is advised that you remedy any ill condi 
[inn with items or magic as early possible. However, in the state of 
’VEoogtc," you have no choice but to run fro in enemy al tacks. 


Petrified 



A 




i 


Ghn i ms 

tm err™:. 


Cham;. Let jS unaHe Lu 
move from lhaL ipOS. 
Relieve wilfc the magic 
ot Uea^ or Sort PuiioiL 
etc. 


y Darkviesj 



Character is blind in 
tbirkriesi Relieve with 
the magic: uf Ikal or 
Ryedrup. etc 


Poison 



Character loses IIP^ 
rapidly. Relieve with 
Lbe magic of Heal o: 
Pure PoLiun, £12. 


Moogle 



Characters LSiHense raL- 
ing Limps Lu 0, and yon 
lose. oontmS ot buLLuus 
A and li. disabling you 
Li.j attack or recover. 
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Monsters and Treasure Chests 


r 


Monsters Get Stronger as the Journey 
Progresses 

J lie monsters you meet in ibe fields unit dungeons get sinjngcr as vow 
journey progresses. It's quite impossible to avoid combai anti funher- 
r^or'e. you nvusE confront Boss Monsters. much stronger and mure power¬ 
ful thun lhe common sort ot monsters, at every turning-poinl of (he story. 
You simply won't get ahead in your adventure if you run tmrn enemies. 
Gather up your courage and 
fight' The FTero will advance 
in level i see page 38) by accu¬ 
mulating evperjcnuc in battles 
on the fields anti in dungeons ? 

L-utd acquire the more powerful 
weapons and magic to match 
his level. 



Treasure Chests Lett Behind hy Monsters 

hiuiie monsters carry around items in [neusuic chests. You cannot distin¬ 
guish .jn item-bearing monger by irs appearance* but a ercasurc chest wili ^1 
he IerI behind when you defeat one. 

Help yourself to die item inside. To 
open them, walk your character right 
up to the chest with the + button. 


m 4 ( 
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Level Up 




Livery time you deteal a mon¬ 
ster. von will gam the experi¬ 
ence poin! s f> f that mo n > i e r. If 
you accumulate the required 
number of experience.. your 
level will go op. The careen 
will switch to the Level Up 
Screen when it occurs- hirst* 
your current, status will he dis¬ 
played. 7 'ber. Press lhe \ but¬ 
ton, After the message, press 
A again. Select your charac- 
tcr's growth type (see page 39 ) hy sciccling "Power." "Wisdom," 
"Stamina.' or "Will" and press A. Check your new ability riling. and if 
it's [)K, press A, Then press any button to return to the World Screen. 


E^rore Le'^l Up 



Lev* L>£ 



Atlrcr Levs, Up 


1 :-.ni‘Ti-.-i L_ U Uu-'jiI 

1! F It ** 

\z !! 

-V « 

1 E^r> '7 j 

* i. .. ^ 

■ i- 1 ir. ■'U i ■- 

UluIh U 

1 

-in,P J 
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HP 1 3 

: :i 

Ml> |1 

G 

AP Id 

l>p V 

!1+«nn Q 

Fouci -1 

l-l 1 a, di, 1 1 

w ! i 1 3 




^Puu hd r 

" -S3 I u ■ I ; 
— 


I I ■ 1 dttl 
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Create Your Own Character 

As you advance 
higher in level, your 
HR Attack Power, 

Defense Power, and 
ihe Gauge Speed 
will rnuretise, This 
increase will depend 
on which growth 
type you select at 

Level L'p. Choose a type at e\er\ Level Up to create you own character. 
Refer to the explanation below to design die most powerful Menu. 

Growth Type 



I'ower Increases the Power rating ibe most. Raises Airaek Power to 
your advantage in battling monsters. 


Stamina Increases the Stamina rating ihe most. Maximum HP and 
Defense rating rise, for less damage in battles. 


Wisdom Increases ihe Wisdom rating the must, Raises maximum MR 
allowing you lo use more magic. 


Will Increases ihe Will rating die most Increases the speed of ihe 
gauge, allowing you to MAX attack more frequently. 
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How to Read Maps 


'fTils game tiN* various landscapes and geographical failures.- There are 
arras where the character can travel, and obslmelions he cannot pass 
through, as well as place* iti which he can open up a new route. 

Topography oE the Fields 

Meadow 

T jijw grass covers I he land. You arc able to travel in all 
directions. 

Bush 

Large leafy plants grow here, which cannot be cm away. 

Traffic not possible. 

Forest 

Many irees grow here. Cbm be tat down with an Ase. 
bm pj^age is nor possible where stumps remain. 

Marsh 

A damp, boggy area. Beware of ihe monsters living in 
the mur^he 1 ? who sometimes hide: themselves ]n die mud. * L " A ■ ' 

Desert 

A continuous si retch of sand. Monsters such as scorpi¬ 
ons Inhibit ihc desert ’iou can travel ir» all directions. 

Oasis 

A fountain In the desert. There arc several oases, with x ‘ 

one containing an important secret. ^ ™ 

10 
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Snowfield 

A region covered by a blanket of snow. Because of the 
extreme cold. Chocobo* cannot be brought here. 

Field oE Floatrocks 

Triangular rocks flo-itt here The floatrocks can be 

smashed with a Mullock or a Morning Star. 

Desert of Crystal 

A desert where bard crystals grow from the ground. 
Crystals- which make a sound when smick with a weapon 
may be removed with the magic of Nuke 

Rockwall (Vines) 

Wails of the mountain. Ham walls cannot be climbed, 
hut rherc arc vines chat you can climb up and down, and 
move sideways too. 

Oceans 

Oceans cannot be crossed at die beginning, hut as the sto¬ 
ry progresses, water travel will become possible after you 
meet ChocoboL 

River/Lake 

divers can be crossed by bridges. Once Lhocobot joins 
you, you will be able m enter rivers and lakes from the 
ocean. 

Bridge 

Lug bridges over rivers. Lie I he bridges when you want 
id get to the other side of a river 


6 i. 

* 

k. 
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How to Read Maps 



About Dungeons 

Dungeons have different topographic a I elements, from the field*, hacn 
screen represents one room. In lhes£ rooms you will cume across various 
devices si ml obstacles, Sum;: obstacles may bo removed with a weapon or 
item, while- some will severely damage you upon contact. 



Ascending 

Staircase 

Stand on the staircase 
to move to the floor 
above. 



Descending 

Staircase 

Stand on she staircase 
lo move to the flour 
below. 



Rock 

Can he smashed with a 
Mattock or u Morning 
Star- 



Pot 

Can be smashed with a 
Mattock or Morning 
Star. 



Ferns 

Can be cut away with e 
Sickle. 

Thoms 

Can be cut aw-ay with Axes, 

Switch-Floor 

hound in pu/./le moms, used 
to open doors. 



Door 

Can be opened by walking 
through, but some require 
Keys. 



Lava/Barrler/Spfkes 

You will receive 
damage and lose 
it' yon enter 
in or touch these 




W;. 
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The Uses of the Mattock 

Tine Matlock is an item used for smashing nicks and pots, anti tearing 
down walls* It is an important item which should be carried at all limes 
The weapon Morning Star can be used m the same function as the 
Mattock When you're stuck in un impale, you may discover an exit b> 
destroying rocks and pul$ or breaking down puns of the walk 


Breaking Rocks and Pots 


When you wish to break an obstructing n>cfr or j>ot, first equip yourself 
w ich the Mattock, stand in front of die obi ecu and pres* b. 



Tearing Down Walls 



Use MbsIdck 
on a rock. 

Rcof is gent 

pae&ags 

npfxiars 


Parti of the wall which make -l blinking sound when struck with a 
weapon itrc breakable. Equip yourself with a Mattock, stand in front of 
the speflp and press B 

Slriht wfih 

W£13£nr 

Jac Vlahack. 

appears 
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How to Read Maps 


Puzzle Rooms 

In the dungeon y, itienr :tre Pu^zie Roams which you must pans through in 
order to reach youi desti naiitm. There arc m »n v wavs to dry It. E [ere are 
some basic types: 


Type I 


Stand on the Switch 


This is I he simplest form of Ihizzle 
Rooms. Tf you sec a switch on die 
floor, make your character stand on 
it. A hidden staircase will be 
revealed somewhere in the room 



Type z 


Stand qn gprfch Sit 'Case £2paar£ 

Place a Treasure Chest on the 
Switch 



Piisl- shpst 


" Move the Treasure Chest 

Use the 4- button to push the trea¬ 
sure chest across the floor. When 
you successful!) Erne ii pkeed on 
die switch, a hidden will 

be revealed. 

* Turn a Monster into a Chest 
If tiheix- arc no chests in the mom, 
and neither standing on it or plac¬ 
ing a fcnowman on the switch 
works, yon tan Uim an enemy snto 
a chest and place it on the switch. 
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StaRaaBa s^a-s 


► 



Push on switch 


Type 3 


Place a Snowman on the Switch 


* Move the Snowman 

The .snowmen you see in the rooms 
can be pushed like the ireasurc 
chests using die + button. Push it 
and piucc hover the switch. 



A snowman. Ah«r maring rt. 


* Turn an Enemy into Snowman 


If there dre tio snow- 
men m The room, you 
can turn enemy 
into a snowman and 
use it to uperate ^.hc 
Switch-Floor. To 
make a .snow-rmai, it’s 
simple. IJ.se- the 
mu^ic of ice or the 
items Blfczrd or Frost. 
When you hit a mon- 
^lcr. ii wilt he iruns- 
formed into a snow¬ 
man. Then push and 
place it on the switch, 


3 i:uuS irirJe 



nLEh rl nn tht awfld E'eny 3aCQTiS a SquwsrLin 
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About NPCs 





About NPCs (Non-Player Characters} 


NPCs are charedcrs who will accompany your 
Hero ai various points in the blnry. However, they 
tannot actually be controlled by the player There 
;j"e altogether eight NPCs you will mcel, and part 
with in the course of your adventure. NPCTs will 
help you iti various ways when you use [be ASK 
command, They also luuuT. the enemies by differ¬ 
ent methods. 


H $ ® ^ ^ 



©Sj-1 

Mart 

Watts 

Bcgard 

Chocobo 

Amanda 

Lester 

Marcie 
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Tnt I teroinc of the story Will recover your I IPs when 
you ASK 

Shotils lire to attach, and will leach you the uses of the 
Mattock when you ASK. 

Uses the to attack- Will sell you various handy ilem 
when you ASK. 

Wm once a Gemma Knight. Ums the sword to attack. 
Teaches you about, the MAX Attack when you ASK. 

An enormous bird which becomes C.hocobui liner i:i rite 
story. Gives you a ride when you ASK ASK again to 
gd ulT, 

An expert with dagger?. Will heal petrified ion when 
yon ASK. 

Changes the music when you ASK. Skilled ul throwing 
spears. 

A robot, will recover your MP l ; when you ASK. Attacks 
wiih beams. 


Weapons 



Weapon** 4 rc niiiinly lor a I ticking ministers, bat they have mher anes loo 
(see page 4-4}, in exploring dungeons, etc. Weapons can be boughl or 
found Lai treasure chests,. A.s the game progresses, you will acquire more 
powerful weapons. Kc equip yourself with them to gam higher Attack 
Power. The character is equipped with a weapon at id! times. 


Attflvkirg Mo^S^r WhMpinil-Attack iVruti chain anuLrid a. pasL 



Max Attacks Vary, Depending on Weapon 

When Lhe gauge at die bottom of die screen reads 
Ml you can use the MAX Attack. The Max .Attack 
differs with each kind of weapon rhe characier 
spins or charges with The sword, rhrows the: Axe nr 
the Spear, and gains capacity ro wrack in a wider 
ranee with chain tvpe weapons. 
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MAX £r.--z< with sr Axe 
















Weapons and Monsters 


Sometimes. u weapon t™v have ni' fllcti mi the i;Tieriiy. depending on the 
type of jTirmfiter you're deal mg wilh I n *uch cases, Listen for a distinctive 
cJiofcint; ^ound vuu will dear as you attack. Fit instafiec, you may hoar 
choking when you are equipped w ith the Broad Sword. This means I He 
BtuhhI Sword is ineffective against the munsier you attacked. Rc-&|inp 
yourself with a di fter 
ceil weapon If you 
siill hear the sound, 
iry another weapon. 

Ffcpenmenl lo find 
out which weapon it 
most effective for 
which monger. 




Special Uses for Weapons 


Besides hI lacking monsters, weapons have special uses. Each weapon 
has its own particular use. which you should fully underhand in order to 
progress in your adventure. Whenever you arc faced with an obstacle or 
caught ui an impasse, remember the special uses of weapons. You should 
he able to opera up h new- route. 


Axe (chapping) 

(.'an be u.sec to chop ili.iwn frees, and •horns in 
the fields and dungeons 

Sickle (cutting) 

Can be used to eat awav obitructing fern? in 
the dungeons and fields. 


Chain-Flail (transporting) 

Aimed at cylindrical povls. ihe weight of die 
Hail wraps the chain around the post to pull 
you uver in an instant. 

Morning Star 

t an break nocks, pots, and w alls whiuh make 
clinking suirnds when struck wiih other 
weapons. 
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Weapons 



































Armor 


i 




Armor 



Armot js equipped to protect yourself from 
monster attacks. There are three types of pro¬ 
tective gear; Helmets and Armors In gu aid the 
head and body, and SK;e£ds to intercept direct 
attacks The strength of this equipment 
depends On the materia! which lhe> are made 
of. The Armor has a higher defense rating than 
the Helmet nr the Shield if they ate at] of the 
same material Unlike weapon*, they have no 
special functions. Be equipped with I ho 
strongest defense gear at all limes. 




Helmet 

The Helmet nol only protects the head, but the face and neck 
as well. Always wear one with the highest defense rating as 
possible, 




Armor 

The Armor offer the highest protection out of the three. 
Some types of Armor can weaken magic attacks by the ene¬ 
my. 



Shield 

The Shield has its own unique use i-jce page 5 R Though it 
doesn't raise your defense ratine, re-equip yourself with a 
new one at every opportunity. 


jo 


Effective Use of the Shield 


The Shield does nor have any defense 
Power, but it can neutralize frotiUil 
wcapon/magic attacks by the enemy. The 
type (material) of the Shield decides what 
kind of uiJack il can sliile. Shields obtained 
later in me course ol your adventure become 
effective against more kind* of attacks, so re- 
equsp yourself with a new Shield every hmc 
you come across one. Also, mongers lower 
in level than the Hero can lie pushed with ihe 
ShieJd. (Stronger monsters will repulse you. i 
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Armor 






















Items 




Items 


Titins can be very useful ai tinier when 
weapons <1 nd magic alone cunnuE pull you out 
ul 'd sticky situation. You will find many dif¬ 
ferent kinds of items in this game, whiuli fail 
inlet ths following categories: Items to recov¬ 
er your HFfMP, ice ms to heal your condi ti on. 
hems to maximize your Altack Power gauge, 
items to open locks and create new routes, 
items which can be exchanged for a good 
amount of money, items to attack enemies, 
and herns which play an imporlani pun in the 
development of the story. Make full use of 
these items when you haven't ye I learned the 
magic you need, when you don't have suffi¬ 
cient MP:. khi In use magic, when >ou haven r 
acquired a weapon you need, and to make 
vour way through the challenges of y<>u[ 
adveniure. The Hero can carry up to 1 6 
items. No more item® can be bought or taken 
out of treasure chests when you ure fully 
stocked. If you mu si carry a, new item, dis¬ 
card or sell an item Lo make room. Some 
items disappear after use % and ^ome have u 
J imited n u n ibe r of uses. Check you r s n v e n to- 
ry frequently. so yuu can refill your stock at 
necessary {See Map .Supplement for expla¬ 
nation of each item. !< 
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The Item Symbols 


The names of items arc shown abbreviated on the 
screen. Kadi item is eategori /til by :s symbol in fmnl 
of its name. 'T hese symbols help you identify the u«te 
of the items. Please refer to die following explana- 
lions for the definitions of the s\robots. 


i 



The candy symbol stands for Candy. It restores your I IPs a 
liEllc 


The potion symbol signifies kerns for recovering your IIPs : 
MPs. and condition. Some other items which come botded 
also take ibis symbol 


The crystal symbol items increase your Attack Power for a 
limited length of lime, such as the Crystal which instantly 
maxim lies your Attack Power gauge. 

The orb symbol standi for combat items which have the 
*ame or more desiructive force [ban magiu at lacki. 


The key symbol items include regular Keys, as well as ^le- 
dal k: mis of Keys needed tor the adventure. 


^ The pick symbol elands for ihe Mattock, Hiis item is ustsl 


to tear down wails and break rocks and pots. 

Hie money bag h lb 
sold at a high price. 


at Hie money bag h ibe symbol lor cush-in items which can be 
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Items 

































Magic 



Eight hinds of magic Lire used in I his game, chiefly for recovery and 
■mack. Magic spells tire not bought in stones, or acquired hy accumulating 
experience, but ure found in treasure chests or passed along from other 
characters. Unlike tin item, a magic spell in your possession can be used 
consecutively any number of times as long as you have enough MPs to 
perform it. Magic spells also have special effects on monsters, ahhough 
sonic enemies are immune to certain spells. 11 a sped doesnt work on a 
monster, try using a different kind of mtigiL, 
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Cure /MP consumption: 4 — -—■ —^ = 

This as the magic to recover the Hero's HPs. More Hl J .s can be recovered 
when the gauec reading is Itseher. and as von advance in Level, 

Heal /MP consumption: 2 ^ 

Use this magic when your status is in trouble by poison, petrification, os- 
darkness. It will restore normal condition immediately. 

Mute ■MP consumption: 3 -— 

This magic will temporarily block ma*ic attacks by the enemy. Effective 
overall monsters on screen, but some breeds of monsters are unaffected. 

Slep /MP consumption: 2 —-—- —- — - — 1 

This magic will pur all monsters on screen to sleep for a limited length of 
time. However, yjiue mouslcrs me immune m :i, and some enemies will 
continue to aliack bv weapon or magic while under (he spell. 

Fire ■■MP consumption: 1 1 

This magic shoots a fireball at a monster. When performed, the fire bail 
will automatical ly chase and hit a nearby monster. 

Ice /MP consumption: 2 ■ 

This magic shoots an icicle ai a monster and turns ii into a snowman. 
After shixuinu ihe icicle, cu-riirol ii u iin She +■ bultun to hit |he enemy 

Lit MP consumption: 4 

Ihii magic should a thunderbolt at a monster. Unlike lee. the thunderbolt 
can only be sho-. straight, so aim carefully before firing. 

Nuke /MP consumption: 6 : — 


r 


This magic has the most destructive force of all. Like Lit. it. can only be 
shot straight, so aim carefully before firing. 
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Towns 


Towns and villages play an 
important pan as stations in the 
course uf your adventure to 
make [he journey ssusmth ;jn pas¬ 
sible. Besides gathering vul Li¬ 
able information from ibe 
people, v i'i u can also stiiy at imis 
lo recover I IPs and VIPs you 
have lost in battle, buy more 
powerful weapons and armoi at 
tlie weapon shops, and stock up 
on useful Items at the item 
shops. You wlJI also be 
involved in various events and 
venture into dungeons inside 
bouses m some of the towns. As 
the stoiy unfolds, you will have 
to return to towns you already 
have passed through. Alsu, you 
will fend inns, weapon shops, 
anti item ^hops outside town* 
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Seek Information 

- 1 - - 1 - a - 

TIis: first thing 10 do when you h iv-i 4 i^w-n is to gather information 
Uhen you want to talk in a person, control your c buraetcr with the * but¬ 
ton to walk right up to him/her. The message screen will appear 
instantly You can soeed up tire message or advance to the next message 
icreen by pressing the A. B. Stan, Select, or + button. Rut be careful not 
to go too fas I through a message and miss a ■. alnablc piece nf 
information. 



To Enter a House or Shop 

T-n inter into a budding, stand in frotiL of 
Lh<? Jour, iir-d press ike + buLLim "iap. M 
The screen v. iU switch to rn-.: uiTeiior uf 
Lhe house. When you want to leave, 
sfaod In from uf die exit and pie*& die + 
buttnn "down," and you will, find ynwrself 
outside again. 





Towns 
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Using the Facilities of the Town 


iNHtons 




When vour I IPs/MFs are running low. take advantage of inns in towns, 
and villages. Fur a charge you can stay overnight and recover your 
HPs/MFs to the maximum. The charge would vary depending on (be inn. 
but il will get more expensive the game progresses- "la uw: an sim. 
enter ihe building and calk tu the innkeeper over the counter by pressing 
ihc + button "up," The charge will be displayed, und you will be asked it 
vou wane to slay or not. Press any bun mi once, I ben select Yes' and 
A. The "Good night message will come on. Pies* any bulton once 
again to stay ibe night. When morning comes, you will automatically 
leave the inn with yourHP^MPs fully recharged. 
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Weapon Shops 


Weapon shops tarry weapons, and 
■armor as well. Each store sells differ 
ent kinds of equipment. and prices 
vary depending on ebe merchandise, 
As you progress further into your 
ad v unto re. I he weapons and armor 
become more powerful and expensive. 
Don't he caught unprepared. Save up 
ami buy yourself better arms and pro¬ 
tection. Most weapons and armor can 
be sold in the weapon shops. 



Item Shops 


A wide variety of items needed for 
your adventure are sold here. Each 
store carries, different kinds of grinds, 
hue usually, item shops specialize in 
etcher regular herns or combat items. 
However, comhal iiem shops arc noc 
foLmd in towns, hui exist independent- 
ly in the fields. Prices urc set accord¬ 
ing lo the kind of item, but the pricing 
ithe same in ati the stores. 





SPurr n 
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Towns 









































































Towns 


How to Buy and Sell 


To buy or '.ell weapons, armor, or items, enler shop and calk to the shop¬ 
keeper over the counter or face to face Lining [lie + button. ’A'ben you 
want co buy. place the cursor on "Buy" and pr^s A. The merchandise 
will dc displayed. Use the + button to select the merchandise you want, 
and. press A To sell, place the cursor on “Bell' :md press A The invento¬ 
ry of your possessions will be displayed. Select the item you want to sell 
and prciS A. The amount yon will get for your ileni will be shoun ne>;»to 
]ls name, Select "Sell" or “No" and press A, You can van cel by pressing 
the R button as we]L 



GO 


























































































l. Escape from the Castle Glaive 


1 „ Escape from the Castle Glaive 


Defeat Jackal!! 

After the ripening sequence and 
entering ihe names of the Buy arid 
Girl, the ■’Cene changes suddenly to 
a bat lie yi-vainst a monger On r Hero 
h being forced to fighi a monster 
for ihe eniertainmunt ol Dark Lord. 
The monster's name is Jackal, 
threateningEy huge ^nd i lcsolis- 
1 unking. But if you observe it* 
movements uIosdy : ynu’ll notice a 
partem. Jackal moves up ami down, 
left and righl bul it never cornua 
helow the lower half of the screen, 
The spot you stand when you firs I 
enter the arena is safe. Jacktil can i 
hium you rlieie even when it monies 
close. V soon as Jackal comes 
within She range of your sword, 
press A! Light hits will finish 
Jackal off. 




MsfM 1 f iflht* 

Clhif lv ill tf 1 H 1* r*in Pf y 
Oi ft 4j t> n y cj n d | * a i ■ 1 1 
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Willy Speaks of the Secret of the 
Mana Tree 



Hie Kero, a slave, foughl for the pleasure of 
Dark Lord. The fig liter-slaves lost ‘.heir lives 
one by one from injury and fatigue, JIven 
Willy, rhe Hero's best friend. Elis Iasi. words 
were, ’The Mana Tree is m danger now. Ser 
Bogard. a Gemma Knight at the Kails. I Eg 
should know whm to do." 



Try Other Rooms 

Willy passed away. Die E Eem sw-eurs to avenge him. Bui tliere is no dine 
to be wasted. The Hero decided m hreaJi uul of the easel e somehow*, <mu 
find BogurtL the man Willy 
spoke of. A door ls visible at 
I he top of the room. Walk 
hiraigbl 'nlo it. The door will 
Of>eri ■<& you walk through. 


ms 
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1. Escape from the Castle Glaive 










































l. Escape from the Castle Glaive 


The Fighter ^Slaves of Dark Lord 

in ibe connecting mom, Amanda and a 
i nan arc there. They are asso the fi glu¬ 
ing slaves of Dark Lora Try tufting to 
tncm. When you want lo lulk lo a char¬ 
acter, jns; walk striiighl up lo him/her 
Amunda says she misses Iter little bro¬ 
ther i ei town. The man informs you that 
"ihc entrance for the monsters lead-s lu 
she outside." Now \ou must go back iu 
she arena where yon fought Jackal. Go 
into the next room through the duorwyy 
on xlic right. An ascending sLure^e is 
at the upper right-hand comer, S i ^ p on 
the stairs to go to the floor above. 

A Chance for Escape!! 

Upstairs, you will find yourself in a corridor leading toward the left. Walk 
along the corridor, inro the arena. The enemy here is Jackal again. The 
entrance gaie of the arena won't open: 
until you defeat Jackal Hut that 
would lie easy to do if you remember 
Lhu lips, t'mm the first taiElle. When 
you finish off the Trimmer, quickly 
ey.ii through the gale. 

C4 
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From the Castle to the World Outside 


Free at Iasi! The Hero climbs down the castle wall to ihe ground. Take 
the passage to ibe right so do ;j linle exploring You'Ll see the cast Is 
entrance, which ls shut tight. Further Juwn she passage as a dead end 
Next, try the road leading down from the start in j: point. It is also cur oft 
by the Waterfall. The only remaining choice is the one toward the left. 

Venture un P und you Find 




two men by i h c lake 
beneath the Waterfall, ft's 
Dark Lord and his right- 
hand man. Julius! What are 
they up to? Lei's listen to 
what drey are saying. 


The Scheme of Dark Lord and 


Julius 

Dark Lord and Julius arc lalking 
about the Tree of .VI ana. From why I 
you hear, the Man a Tree is in a shrine 
on top of the Waterfall. Dark 1 .onl is 
scheming to take possession of die 
power of M ana. Aeeordtng to Jul i us. 
a Girl holds the key to the secret of 
Lhc Man a Tree. 





1. Escape from the Castle Glaive 













l. Escape from the Castle Glaive 



Chased by Dark Lord, and Down 
the Fall... 


After Julius disappears., you 
are keen h\ Dark Lord, You 
run for your life, but Dari; 
Lord earners you. Behind 
you is the lung, long 
Waterfall dropping to some 
unfathomable dial ante below. 
Because you learned about 
fhelj plot. Dark Lun.1 won't let 
you get away alive- I le pus li¬ 
es you mtu the castade... 


The Game Progressei 
Automatically During 
an Event 

During eveais 
I j fre the tune 
JeMeribed above, 
the character* 

TTinv-e tiuluniati- 

cally, and you 
cannot uihiLtu! 
vOur cliaracrer. Hr wgver. ymi ttillm iin¬ 
ward mes^iii r e> by prcsiiitg the A 
button.: 



Ariftvr ? ?*•'*'* 1 h- ^ -* j 
w'r 1 *- *-\lr 
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Monsters Everywhere 


Waking up, you find yourself in a strange land. 
Moving Lin lu ihe right, you'll see monsters roaming 
about. The monster, around here can be defeated 
with one or two hits. The monster in the picture on 
die right throws daggers in the direction it is facing. 
Stand clear of the dagger, and mtauk with the A 
button. Ehi? kind of monster surtielimcs leave 
behind treasure chests. Inside, you'll lind Candy 
for recovering HP. 





Treat Yourself to Candy 


When you use Candy, your hi I points are revived 
about S points You'll sli on Ik; meeting the Girl 
who knows tlie magic spell fur recovery. So if 
your HP runs low before you meet the Girl, don't 
hesitate to use Candy as often as you need it, 



r 4 u ph n aicii rii] s--. 
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Z. Rescue the Girl from Monsters 


2 .Rescue the Girt from Monsters 


A Girl lit Distress 

Starting from the place you woke up, 
move 2 greens; right, 1 screen down, 1 
right. and I down,. A Girl is calling for 
help She is being ailacked by 
munslCDi. \tier defeating all ibe mon¬ 
sters.. iask to the Girl Her im'dltiig 
ctmipamon. Haslm hai> been, seriously 
hurt. Before passing away, I lastm asks 
yon in take ihc Girl to WendeJ and to 
'.ee Bogard. Thui> n the journey begins 
Tor the two of you- 



# .& nee & .# 
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ASK the Girl for Recovery 

During vour tnivels with the GirL she will 
recover your IIP whenever you oxetuLe the 
ASK cunmiand. Since your MP w=rll not he 
consumed, take advantage of her power as 
often ii> needed. 
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The Village e£ Topple 




The Village ol" Topple can be reached by 
moving 1 screen up, <md i serccn left 
from [he place where you rescued ihc 
girl. The entry into me village is above 
the spot where the Hero is standing, in 
ihc picture on the right. Here, you’ll 
kam ihtit Duik Lord is looking for the 
Girl, and that Bogard. who lives m a cot¬ 
tage h\ ihe Falls i* a odd old man. 

Villagers will also tell you about the Tree 
l * I Maeiy L protecting the lives of all people. Also, you'll find an inn L an 
item shop, and a weapon shop here. 3 here's nothing S[>eci;jl you runs I 
buy ai line item shop You won't need to stay at the inn. either, once ihc 
Girl can recover y our HP with the ASK command. But the weapon shop 
carries the Tn.m Helmet which is one point higher in Defense Power ihtm 
the Bronze Helmel you tire wearing now. Get yourself one, IVir bcuer 
protection in fururt bytilcs, Tf you re shon on funds, go tigbs a eoupk i.T 
enemies outside the village to raise quick cash. 
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2 * Rescue the Girl from Monsters 





























3* A Visit to Bogard's 


A Visit to Bosard's 


-i 

J 




Bogard is a Queer Old Man 

Regard's cottage uun be readied by 
walking some dis Lance inward the 
left, on the bunk across the river near 
Topple. If a ruck wall obstructs you 
alone the way, climb a vine, and iusL 
keep heading left- The cottage is on 
top of a climb up the vine by the Waterfall. Bogard js stubborn, hell tarn 
his back on you once or twice, but on ihe ihird try, he'll finally talk. 






Get a Mattock from Bogard 


Bogard will advise yon to take the Yhnvouk in the 
other room in open a new route in the Has 1 Have. 
The door in the rear will open when he finishes 
talking. You'll find a treasure dies! there, with a 
Mullock inside. 


Fuund KMo.ttock. 
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On to the East Cave! 

Rogard will give you two 
valuable pieces of advice. 

One is to smash the 
obstructing rocks in, the 
East Cave with the Mattock 
to go through, and two, to 
see Cibba in the Town of 
Wendel, who wilt xel I you of Shu secret of the Pendiuil. The hast Cave 
van bu reached by traveling to ibe right. us; 112 vines. Inside die cave, 
obstructing nocks hinder your way. Stand an trnnl nf the two racks in 

from of ihe passage, and use 
:hc Mattock as Bogard told 
you to. Use it once, and die 
route will he cleared. Move 
down 2 sl reens. to find an 
up staircase leading outside. 


Mattocks Can Be Purchased 
in Item Shops Too, 

As Hillard said, you ciln buy Mattocks JIT Item 
Shu ps Loo. However, not Ml slurps cam 
them .Some moilSEers also cam Mattocks ill 
the Jtfusure chest-; they Eeave behind 
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3* A Visit to Bogard*s 






































3. A Visit to Bogard’s 


Buy a Battle Axe at the Item Shop 
by the Marshes 


After coming ou( from the cave, ||||1Jjj|llllfff&rf/ 

move right. The cottage you 
will sre ib an item shop thui sells 
the Bailie A\e - the only Line of 
its kind in the world. Make s^LLrc 
you buy it. 




Beware o£ Venomous Monsters! 




Ab 3ftc shopkeeper saul, from here urn is 
land. Most ad of [be monsters inhabiting 
art it have, poison. If you get poisoned, you 
gradually Jose HPs. Cse l*unc Potion as soon 
possible. If you don't have it, 
and jet some at the item 
shop near the entrance to the 
jnansh.es. However, the monsters 

sometimes leave he hind Pure Potion in their treasure 
chests, so one or two should be suftieient stock. 


&L 


3 




> 
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4 .Get Hold of the Key to the 
Cave 


Kelt's Rooms 


Down the marsh land and to the left, you'll 
come across a targe mansion. Inside, you'll 
meet a man. Two travellers are staying in the 
upper connecting room. You’ll obtain two 
pieces of information here. First, about the 
Mirror that reflects the truth of things. This 
mirror seems lo have been discarded some¬ 



where in the Cave of Marsh by the man at the entrance. The second info 
is on the Lizard men who live in I he south, They own the Key to the 
Cave of Marsh. Also, yon can stay here free of charge in the room on the 
upper left-hand comer, by laying down on the bed on the right. At this 
lime, rhe Girl wsll leach you the magic spelt of Cure. 



She's Gone!? 

When you wake up in the morning, the Girl in 
the other bed is gone. The man a! the entrance 
says he doesn't know anything about it. Where 
has she disappeared to? 
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4" Get Hold of the Key to the Cave 


































4* Get Hold ol the Key to the Cave 


South, to the Lizardmen's Hangout 

Tfere's something suspicious about lh;*t JjjL, 

man who discarded the Mirror of I rue 
reflection. You will have to find! nui his 
true sdentily by getting your bunds on 
the Mirror. But first, you need the Key 
K> [he Cave of Marsh guarded by the 
Ijyardmen. J'hcy hve 2 screens right, 1 
Jl;iwji from the mansion. When you've 
defeated all the Lizurdmeii. a treasure chcsl will appear, 
di scover the Bronze Key to the Cave of Marsh. 

iia 



Inside, 



•■3 


r 




mu 




# 


II ns# 


l-uiind 4|iRt-ori7.b! 


Heading lor the Cave ol Marsh 


Hie Cave of Marsh jS I screen up. I right, and 
1 up again from the Lizaidmcn'i liuhitat Use 
[htt. ITKM command to equip yourself with 
[he Rmri7e Key, and the dour will open when 
you w alk into st. 
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5, Finding the Mirror 


The Man in the Cave 


Inside the cave, you will meet a * 1|iy . 1iE , 111 

Man. According to him, many ■’ "■ 

young girls have disappeared irap- f 

from the mansion He believe* 
they are imprisoned in l askew an yaws mnn 
the basement Trie M,irt will offer to help you find, her. 



S witch-Fl go r s 

There arc rooms inside Eh e cave with square dies on the 
floor shown in ihe photographs on the right. These are 
called switch-floors, a device that reveals hidden stair¬ 
cases and doorway* when a weight l s placed on il The 
type shown in die photograph will repeal a hidden 
s-taircusc when die Hero steps on it once. When Lhen- is 
an empty injure chest in a room with a switch-floor, 
the device will work only when something is on I he 
switch. In such ca<.es, push the treasure chest and place 
it on lhe switch. 


Technique I 



pnr-~ 

i “ 


ASK the Man for Advice 

llr will Lell ■■ uu about Vri'Iiyon c;-.n hnja.»; down. When _vju heaj £ Specidl 
sound .ik you HJrik»L- the *dJls widi .v&ist weapon, that p.m of The wall cm be 
bom ttown widi a Mattock or Morning Star. 
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5, Finding the Cave 


Sickle 

In one of the rooms beneath the Ciive. you will 
find a treasure chest surruunfal by ferns. Walk 
on the Slippery Floor to get to the chest to dis¬ 
cover L i Sickle iristde-! But you are unable to get 
out. The Slippery Floor only allows you to go in 
one direction. Hot stay cool. The Sickle can cul 
away Jems. Hquip your self with it and try it on I 
Yms'li find a safe way out. 


Technique 2 



Teehn ique- 3 


Like ihe Man ^ajd. there are parts of the 
walls in die cave which you can tear down. 

If you come to a point where you can't go 
any further. experiment by striking the walls with your weapon If the 
section of the wall is breakable, you will hear a metallic clinking sound. 
Try it out m different roams. (Hint: There are two places where the wall 
is breakable in this cave i 



Technique 4 


Finding the Iron Shield 


lii one of the rooms in the cave, the door will close behind you, locking 
you in. Lt doesn’t open with a Key, though it seems like art ordinary door. 
Stay calm and defeat ail the munsl^rs in the room. A treasure chest will 
appear, and the door will open Uhj You'll find an Iron Shield; m the chest. 
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Technique 5 




Suspicious Rocks 


Hie room in the photo has no other 
exits, and no breakable walls. The 
secret is in the rocks. Smash ihe roeki 
with your Mattock, and you will dis- 
cover a staircase leading down. 

Slippery Floors 

You urn only move one way on a Slipper-. Floor. In the room shown in 
lhe photo, move righl at the top pan. Stand on the Switch-Floor there, 
smash the rock with your Mullock and get on the Switch-Floor below 5 . A 
descending staircase wall be revealed. 

Slay Hydra and Discover the Mirror!! 

You will 11 rid Hydra ai ihe end of Ihe passage aficr you've descended the 
staircase in Ihe room i 11 ll - 1 rated in "Technique; b Slippery FluurW You 
can still turn hack if you've come down here unprepared Hydra is an 
enormous, two-headed serpentine monster lhai spils halls of fire- Move 
up and down dodging the fsrehaMs as you atrack. Stand a*. dose to she 
water a^i you can. and strike Hydra as it advances tow-aid you. When you 
have won the battle, you will discover the Mirror and acquire the magic 
spell of Fire. Open the treasure chest closer to you first, ami destroy it 
wsth your weapon to get to the second chest. 


Technique 5 
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5» Finding the Cave 















Rescuing the Girl 


Rescuing the Girl 


When You Show the Mirror to the Man at 
Rett's... 


After you find live Mirror in lice Cave of Mursh, 
you arc au Lu mu i i caJ Iy transput] ed miLs ide. Pan nig 
with the M«n here, go back In Kett's. E-guip > our¬ 
self with ihitr Mirror dbing ilie I I EM cornsnanrL 
and talk tu ihe man irt the cm ranee. His true iden¬ 
tity will he revealed. Yes, lie was a monger after 
all -- a Vampire!! His ailaek ratine is high, so 
avoid contact and strike him with the Sickle. The door on ihe right will 
be opened after you defeat hsm. Beyond the door is h vyd dungeon, 
where ihe Girl awaits your rescue... 




From here on, the adventure is in your hands 

Good Luck!! 
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f SQUARE SOFT, INC, LIMITED WARRANTY 

SQUARE SO" Inc warrants b the original purcMser q\ this SQUARE SO It. r*. 
Software product that ir? medium on which Stirs computer program is recameri is tree from 
defect in material and workmanship For a period or ninety (90) days Frc^n the date el pur 
chaEs The SQUARE SOFT, ik. Software pragram 13 se : U 'AS «S‘ ar.d without any 
expressed or -mplied warranty a* :-<ny Me. and SQUARE SOFT, he. is not liable For any 
losses or damages cf any kind resulting irpm i_-sa oF this prnepam 

|1 Ihe SQUARE SOFT. inc. software product Pails to comply wm IhJS [Med warrants'. 
SQUARE SOFT, nc. agrees :o either repair c replace at Is option, free d chaste. Ihe 
uncomplying SQUARE SOFT, he. software products provided it is relumed by toe origi¬ 
nal purchaser, postage paid with proof of piyrcftaso, te SQUARE SORT Inc.'s Factory 
Service Center. 

TO RECEIVE THIS REMEDY: 

1. DC NOT return your deledive SQUARE SOFT, Inc. 

software product tc the retailer. 

2 Send Ihje defective product 1t> SQUARE SOFT, Inc. 

Factory Service Center at: 

When you wr-ile :c us. please prwde us with your phene 
number and a breF explanation r?| wIlUS appears to DO 
wrong with the p p cduc« The ramedy provided above is ydur exclusive rem edy if tFie 
SQUARE SOn - «nc software product does nol campffy with b-e Lmiitac Warranty. 

This warranty aha i not be applfcahla ar-d aha J ae ved iF the defect in the SOL A RE SOFT 
he. software product has arisen through abuse, unreasonable use. "■istreatment, nsg:ect 
or reasonable wear and tear IN THIS WARRANTY IS OBLIGATIONS IN UEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDUNG ON OR OBLIGATE 5QUAFE SOFT. I NO ANY IMPLIED 
WARRANTIES APPLICABLE TO "HiB SOFTWARE PRODUCT INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY m\ DAY PERIOD DESCRIBED ABOVE IN NO EVENT 
WILL SQUARE SOFT, INC BE L ABLE FOP ANY DIRECT, SPECIAL NCI DENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION USE OH 
MALFUNCTION OF THE SQUARE SOFT NC. SOFTWARE PRODUCT. 

StMhe Elates do net a ow lim-iaLons as b how one an implied warranty lasts anflt'br exem- 
Mns c r rmitatbena cf ire dental cr consequent al damages, so the above hr rtat-ens ardbr 
exclusions o 4 ah* rty may net apply So you This, lim-led warranty gives you speerfk seal 
rights, and you ^ay also have ober rights whxb very ftn^ srare to state 


SQUARE SOFT, INC 
WestparkG 1 
FJ347 154th a™., N E 
Redmond, WA DSOGC 
12O01SG1-03-D3 










